English has complicated sets of grammar rules, which make it a challenging language to master. Many non-native learners struggle with these rules and encounter difficulties in understanding them. Malaysian students, in particular, are 
Introduction
English language learning can be a dreary and frustrating task, where constant effort is required to understand and apply this target language in order to master it. For weak students, learning the English grammar is even more daunting due to the complexity of grammar rules. Therefore, it is important that the right teaching approach is adopted so that grammar lessons can be effectively taught to the learners. For this reason, language games can serve as a way of teaching grammar, which can be incorporated as one of the activities in class. Language games are an invaluable tool as they offer the elements of fun and meaningfulness in language learning. They are also a means of motivating students to learn, as well as sustaining their interest and focus in the learning itself. When learning grammar is formatted into a game, it removes the monotony that seemingly relates to it. Instead, the game aspect comes to the forefront where students believe that they are playing a game. While engaging in the game, the teacher succeeds in getting them to learn without making them bored, hence, this could help reduce their anxiety levels. Krashen (1982) states that a learning situation that has a low affective filter can lessen anxiety and make the learners more comfortable. This encourages them to use language while playing the game, and thus, making learning more effective and meaningful (Littlewood, 1999) .
Problem Statement
English grammar has its sets of complicated rules which present challenges for learners to master them. A large number
Literature Review
According to Chang and Gogswell (2008) , board games are a versatile asset in the classroom due to several benefits. They can be used to teach specific language forms and functions for diverse ESL/EFL contexts, age groups, proficiency levels, and content. In addition, they can also be adapted as a communicative activity in the classroom and applied as a concept for making one's own educational board game. Skehan (1998) also mentions that language board games promote communicative language learning through task completion, where the activities have some relationship to realworld contexts. Moreover, the use of games during teaching and learning helps the teacher to uphold the students' interest and focus during the class lesson. Games enable the teacher to create useful and meaningful contexts in language learning. When learners can react to the activity of the language game through their emotional expressions, the context clearly gives them a meaningful reason to learn the language (Wright, Betteridge & Buckby, 2005) . Dalton (n.d.) states that "Activities structured as games can provide concrete practice for learners, while reducing the tension and anxiety often encountered during the learning process." The author further argues that games can be beneficial for language learning in which they are normally designed in accordance with real-life activities. They offer the students with an opportunity to exercise real and meaningful language contexts while interacting in the game with others involved. Language games perform an immediate practical function where the teacher can set the embedded tasks which are interesting to the learners. Furthermore, Granger (1982) mentions that games enable the learners to participate in lively activities in class. Instead of just listening to the teacher explaining grammar rules during the class lesson, the students will do most of the talking while completing the tasks and interacting with others. Likewise, Clark (1982) asserts that games can be utilised as a means to assess and rehearse language lessons in a fun and entertaining atmosphere. By employing games as a pedagogical approach, the learners are often more motivated as compared to doing the desk tasks. While playing the games, the students' attention can be focused on the game activity, whereby subconscious learning of the language items will take place in them. Thus, this enables the learners to review and reinforce what they have learned in class.
Previous studies on the use of games for teaching grammar in class revealed the versatility of the language games and positive acceptance of the respondents on the subject matter. Besides, using games in language activities had been proven to produce positive results among the participants. For instance, Tengku Nazatul and Rahmah (2013) carried out a study involving 115 pre-TESL students of UiTM Pahang, Kuantan Campus, which aimed to investigate the advantages of employing board games to teach grammar. Utilising the experimental method for collecting data, the students were divided into two main groups: the control and experimental groups. The authors also used the survey method to elicit the responses on the treatment given to those in the experimental group. The results showed that the mean score for the experimental group was higher than the control group. It was revealed that the incorporation of board games in the treatment showed a significant difference between the two groups. The authors concluded that board games serve as a useful teaching tool that can be employed in grammar lessons as they offer various positive results in learners. In another research study conducted by Lawrence and Lawrence (2013) , the authors examined the attitude of student teachers towards using grammar games for teaching English. The study employed the survey method for data collection, involving the student teachers doing their B. Ed. degree course in the Colleges of Education in Tirunelveli District. The study results revealed that a majority of the student teachers displayed a favourable attitude towards the utilisation of grammar games in teaching English at the secondary level. In another study done by Yolageldili and Arikan (2011) , the authors looked into the efficiency of employing games in teaching grammar to young learners. In the study, the perceptions of 15 Turkish EFL teachers working in primary schools were gathered using the questionnaire method. The findings revealed that the Turkish EFL teachers acknowledged the important contribution of language games in classroom teaching. They also agreed that using games as a means of instructional approach is advantageous for teaching young learners.
Methodology
This innovative project employed the survey method for collecting data from the participants. The participants were comprised of the students taking the English proficiency courses at pre-diploma level in the MDAB programme of Universiti Teknologi MARA (UiTM), Sarawak Campus. Precisely, there were 81 respondents in total, selected from the Pre-Diploma Programme of Business Management Faculty from Part 1, Session 2013/2014. Briefly, the MDAB programme (in its full term Mengubah Destini Anak Bangsa Programme) is a programme inspired by the current Prime Minister, Datuk Seri Najib Razak. It was first established in UiTM in 2010 to provide educational opportunity for the qualified poor Malays and other bumiputeras from rural areas as well as urban areas, whose parents' monthly income is less than RM2,000. The programme is also offered at other UiTM branch campuses, namely, UiTM Sabah, UiTM Johor, UiTM Kelantan, UiTM Kedah, UiTM Negeri Sembilan, UiTM Pahang, UiTM Perlis and UiTM Terengganu. The students embarking in the programme have to complete the English proficiency courses, which will qualify them to proceed to the diploma level upon getting a pass of at least a C grade. The student selection for this study was based on the fact that their competence of the English language is generally low or at the beginner level, in which the board game is specially tailored for these target learners.
Research Instrument
A set of questionnaire was used in this survey study of the innovation project, which is divided into two parts: Section A and Section B. Section A consists of the respondents' profile (i.e. gender, age, mother tongue, hometown, and the SPM English result), while Section B comprises their feedback on the board game in accordance with 10 items stated in the questionnaire (see Table 1 ). The selected students were requested to play the game and give their responses by indicating their feedback in Section B of the questionnaire.
Data Analysis
The participants' responses on the language game's effectiveness and other attributes related to it were measured using the 5-point Likert scale (i.e. Strongly Agree, Agree, Neutral, Disagree, and Strongly Disagree). After playing the board game, they were given the questionnaire for them to indicate their responses. The results of the survey were analysed and converted into percentages, as shown in Table 1 .
Descriptions of the Mind Your Grammar! Board Game
This language game comprises a game board, 500 cards marked with '?' (see Figure 2 for a sample of the card) that consist of grammar questions with multiple options, four game pieces (movers) representing the players, a dice, and an answer booklet with brief notes on grammar components. The board game illustrates a spiral comprising 100 spaces marked with numbers from 1 to 100 (See Figure 1) . The spaces in the spiral consist of colourful images of rockets, comets and question marks (?), which we believe are appealing to the learners.
How to Play the Game
The students were briefed on the purpose of the survey and how the game is played. The game can be played by 2-4 players. To start the game, each player takes turn to roll the dice, where the highest score will go first. Whenever a player lands on the space marked with '?', he/she needs to pick a card and answer the question on it (note: all the questions are related to grammar items for low proficiency level). If the answer is correct, the player will have a chance to roll another dice, however, if the answer is incorrect, he/she will miss a turn. If the player lands at the bottom of a rocket, he/she will move upward. On the contrary, if he/she lands at the tail of a comet, he/she will go downward. The game is similar to the concept of snake-and-ladder game, in which the player who reaches the space marked '100' first is the winner. It takes approximately 15 to 30 minutes to finish the game depending on the players' speed in answering the questions or reaching the winning space. 
Results and Discussion
The findings from Section A of the questionnaire revealed that the respondents were comprised of 59.26% female and 40.74% male, and all of them are Sarawakian bumiputeras (i.e. Malays, Ibans, Bidayuhs, Kayans, Kenyahs and Kelabits). The respondents' ages ranged between 17-22 years old. In addition, a huge majority of the selected students were from rural areas, namely, Sri Aman, Mukah, Bintangor, Limbang, Belawai and Belaga. The findings also showed that a majority of the respondents acquired low grades in their English for Malaysian Certificate of Education (SPM), either grade D or E.
On the other hand, as presented in Table 1 , the findings from Section B of the questionnaire revealed that all the students enjoyed playing the board game, whereby 51.95% agreed and 48.15% strongly agreed on this survey item. As for survey item No. 2, 48.15% of the students displayed their strong agreement. Likewise, the same percentage of the students (48.15%) also revealed that they liked the colourful and fun features of the game. However, 3.7% of the respondents were neutral on this survey item. For survey item No. 3, a majority of the students (55.56%) agreed that they had learned something new when playing the board game, followed by 44.44% who strongly agreed on this item. In addition, for survey item No. 4, a majority of the students (55.56%) agreed that the board game could improve their grammar skills, while 44.44% expressed their strong agreement. As for survey item No. 5, a majority of the students (59.26%) revealed their agreement that the board game had encouraged them to communicate with their friends in English. Meanwhile, 40.74% of the students strongly agreed on this item. For survey item No. 6, a majority of the students (55.56%) stated that they agreed that using the board game was a fun way of learning English grammar, while 44.44% of the respondents displayed their strong agreement. With reference to survey item No. 7, a majority of the students (51.85%) strongly agreed that the questions in the board game are clear and can be easily understood, whereas 48.15% of the respondents agreed on this matter. For survey item No. 8, a majority of the participants (55.56%) expressed their agreement that they would play the board game with their friends and family members in class or at home. Meanwhile, 37.04% of the students strongly agreed on this survey item. Nevertheless, 7.40% of the students were neutral on this matter. For survey item No. 9, a majority of the students (51.85%) agreed that the board game is a practical and meaningful way of learning grammar items, whereas 48.15% of them expressed their strong agreement. Finally, for survey item No. 10, a majority of the students (51.85%) stated that a grammar lesson should include grammar games as part of the activities, while 48.15% of the students agreed on this matter.
The results from the survey generally reveal the positive acceptance of the respondents to the board game. Students tend to regard learning English grammar as a difficult and boring subject due the complexity of the rules. However, with the right approach adopted, the teaching of grammar can be made fun and effective, such as by using grammar games. The students in this survey study of the innovation project clearly expressed their recognition of incorporating games in grammar lessons as a means of motivating them to learn. The activities in the game encourage them to interact with others in English, as well as improve their grammar skills while having fun with the language. The board game (i.e. Mind Your Grammar!) gives them a platform to review what they have learnt in their grammar lessons (Sultanova, 2011) . Furthermore, the use of board games is more pleasurable and meaningful as learners can practise their grammar skills in their interaction with others. By using games in classroom lessons, "language use takes precedence over language practice, and in this sense games help bring the classroom to the real world, no matter how contrived they may be" Celce- Murcia and Macintosh (1979, p. 54) . Besides, they provide students with an entertaining and relaxing learning atmosphere, and thus, this may reduce their stress and anxiety in learning grammar (Krashen, 1982) . 
Conclusion
Languages games, such as the Mind Your Grammar! board game, are indeed a useful and practical tool which can be integrated in grammar lessons to assist language teaching and learning. They motivate learners and promote meaningful language use in a fun-filled environment. By using grammar games in language activities, teachers can improve their pedagogical approach and offer an effective strategy to the learners in teaching grammar.
